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Sunset City. 

7 00, 000 model Instances, spread over 12krrf 
127,000 pieces of nav-influenclng markup 
All told. 300.000,000 triangles to process. 


Increased user efficiencyGdata duality... 


Increased user efficiency 8 data Quality... 
through Improved User Experience! 
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Standalone application 



Increased user efficiencyGdata duality... 


Increased user efficiency 8 data Quality... 
through Decreased Running Time! 
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Running time: Spatial Queries 






Use recast's 
voxels 






Use recast's 
voxels 
0 seconds ^ 




Running Time Summary 


Running Time Summary 


Before: 10+ 50 +30 minutes 


Running Time Summary 


Before: 10+ 50 +30 minutes 

Alter: 5+44+ 0 seconds 


Running Time Summary 


Before: 10+ 50 +30 minutes 

Alter: 5+44+ 0 seconds 


Assessment: 


Running Time Summary 


Before: 10+ 50 +30 minutes 

After: 5+44+ 0 seconds 

Assessment: Attenuate. 
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Increased user efflciencySdata duality... 

through Post Processing! 


Postprocessing 

Detect anti discard unreachable mesh islands 














Postprocessing 

Build data for use in editor and in game 
Minimize subse ouent transformations 


Increased user efficiency S data duality. 
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Navigation tools: Overrides 

(Additive and subtractive) 




Navigation tools: Poly Flagging 
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Navigation tools: Off -mesh connections 













Putting It all together... 


















Questions, Comments, other Feedback... 

@twoscomplement 


iadmczemki@insomniacgames.com 


